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In Times Before the Age 
of Shadows, weaponry 
only had 5 modifications 
possible- Durability, 
Accuracy, Damage, Slayer 
type, and sometimes a 
Spell Effect. Five unique 
names were given <turn> 
for each level of quality. 
Damage levels were Ruin, 
Might, Force, Power, and 
Vanquishing. Hit Accuracy 
was measured with 
Accurate, Surpassingly 
Accurate, Eminently 
Accurate, Exceedingly 
Accurate, and Supremely 
Accurate. Durability 
ranges were Durable, 
Substantial, Massive, 
Fortified, and 
Indestructable. Originally 
the only Slayer ability 
was for Undead <turn> 
types, which would add 
"Silver" to the weapons 
name. Later, but still 
before the Age of 
Shadows, more slayer 
types emerged though 

none of those weapons 
could have any other 
modifications. Specially 
named Charge-Using 
abilities possible to find 
on pre-aos weapons 
included: Clumsiness 
Feeblemindedness ,Weakness 
Burning (Magic Arrow), 


Before AOS Struck.. 


<h3>About Vanquishing & More 


Wounding (Harm), <turn> 
Daemon’s Breath (fireball) 
Thunder (Lightning). 
Mages Bane (Mana Drain), 
Ghoul’s Touch (Paralyze), 
or Evil (Curse). 

When AOS arrived it 
changed all weapon 
properties into new ones 
and removed the naming 
system entirely. A 
supremely Accurate, 
Indestructable, Silver 
Katana of Vangushing for 
example became a Katana 
with 55% Damage, 120% 
Durability, and <turn> 
a 10% Hit Chance 
Increase. Most Spell 
Effects gained permanancy 
but only at up to a 10% 
chance of activating each 
hit. 

The bonuses given to 
weapons in Pre-AOS days 
worked this way: each 
level of accuracy gave +5 
more to Tactics (or 4.6 
more to Archery), 
durability gave +10 extra 
per tier, while <next> 
damage bonuses gave from 
+1 extra damage point 
for Ruin weapons up to 
+9 extra damage for 
Vanquishing ones. 

AOS converted these 
traits into DI increases 
of 15 to 55%, Higher 
Hit Chances of 2% to 
10%, and more durability 
ranging from 20% up to 
120%, and established 
weapon spell effects to 
activate at a rate of 
2% to 10%. though 
effects that <next> 
weren't to spawn on new 
aos weaponry retained 


charges. 

Pre-AOS weapons 
spawned on a curved 
mathematical table, with 
the more desireable traits 
happening very seldom. 

Vanquishing weapons were 
actually difficult to find 
and were highly treasured. 

Beyond these pre-aos 
weapon traits, the only 
other change possible to 
a weapon was if a 
"clean-up-Britannia” <next> 
item bless deed reward 
were used on it, which 
rendered weapons much 
much more valuable on 
account of item insurance 
having not yet been in 
existance. 

Old Vanquishing Weapons 
are very tough to find in 
modern times for several 
reasons- there never 
were large stockpiles of 
them in pre-aos days to 
begin with, many players 
simply smelted their old 
weapons after <next> 
aos took away most of 
their power, and new 
runic made weapons and 
loot drops with higher 
intensities than the old 
weapons ever possessed 
caused most people to 
abandon older weapons to 
the trash bin or to the 
ground. Fewer than a 
dozen item blessed 
weapons probably ever 
existed on any shard, and 
like many other weapons 
quite a few were simply 
lost to account <next> 
closings over the years. 

A -very- few old-style 
weapons seemed to have 


survived the aos rename 
and ability changes, but 
turned out to have been 
created by Seers as role 
playing decoration. 
Publishes 29 30 and 31, 
starting January ‘05 
temporarily brought Power 
and Vanquish titles back, 
as loot found on Generals 
invading Britain. They 
received +50% and +55% 
damage increases, <next> 
and were joined by a 

even higher title- Mystic, 
which gained 40% damage 
increase. All three types 
also spawned modern day 
mods. 


